"Ambient Media" are a fundamentally new way how to define media in the ubiquitous era, and are contribute to the field of human-computer-interaction (HCI), computer science, experience design, media management, and media studies. Ambient Media have been defined, explored, and conceptualized in [2] [3] [4] [5] 10] . This special issue devotes to the exploration of phenomena of ambient media, in particular on aspects of search and retrieval, interactive interfaces, designing experiences, applying new interaction concepts, the design of experiences, educational issues, and the future prospective of this novel media form. For this special issue, we accepted six papers exploring these issues.
exploration of how to design these in a kitchen environment. "Design Thinking" as method for educating students has been explored in the contribution by A. Lugmayr, who discusses the applicability of this method in media education. Ambient media in the context of personalized services in a ubiquitous environment have been contributed by E. Serral-Asensio, and enrich the special issue by a more practical and service viewpoint. Last but not least, J. Guna contributed with a novel interaction methodology based on user identification on gestures. The range of the articles within this special issue is rather wide, but covers a wide range of aspects of ambient media which will interest a wide reader audience.
We would like to pinpoint the reader to other relevant resources, as e.g. undertaken by the International Ambient Media Association (iAMEA) [1] and their open access online series entitled "International Series on Information Systems and Management in Creative eMedia" on [3, 4] . We also would like to emphasize our workshop series, the Semantic Ambient Media Series (SAME) (see e.g. [9] or [7] ) and the Nokia Ubimedia MindTrek Award (see http://www.mindtrek.org/ ubimedia). We hope to give the reader new perspectives on this newly emerging field.
Artur Lugmayr Prof. Dr. Artur Lugmayr describes himself as a creative thinker of future media environments, and his scientific work is situated between art and science. He has over 15 years experience in the wider field of digital media from a business, technological, and content creation perspective. His experience extends towards digital television, digital film making, virtual reality, media business information management, business consultancy, social media, ambient media, and creative media designs. His vision is to create innovative media experiences with emerging media platforms tagged with solid buisness models and processes. invited key-note speaker for several conferences; founder of the Ambient Media Association (AMEA); supervised over 30 thesis works; general chair of several conferences (e.g. EuroITV, Academic MindTrek); organized over 20 workshops (e.g. SAME workshop series); established several competition situated between art and technology (e.g. Nokia Ubimedia MindTrek Award, EuroITV Grand Challenge); held over 10 scientific conference tutorials (e.g. ICME, EuroITV, uxTV, ACM Multimedia); is editorial board member of several journals and publishers (e.g. Springer-Verlag, SERSC Press, IGI, ACM Computers in Entertainment); acted as review/programme committee member of over 30 conferences; contributed numerous books, book chapters, and wrote over 50 scientific publications. He founded the production company LugYmedia Inc. and is in the process to establish new startup companies. More about him on www.tut.fi/emmi, and www.ambientmediaassociation.org. She has worked in the field of interactive TV and other telecommunication applications focusing on user-oriented development ranging from ethnographic studies to understand user needs to the development of new forms of user experience and usability evaluation. Her community engagement includes: WUD Slovenia 2010 and WUD Slovenia 2011 Conference Chair. Currently she is working on her PhD on user-centered design methodologies for applications for various devices used by specific user groups.
